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This series consists of dozens of books transcribed from their original form on the last server, Terra Nova, into new books for historical purposes. This text was written originally by Ruben_escobar54
 Recently, there's been a lot of talk about resetting EarthMC. There's always been a call to reset the server, but only recently has this call exploded into a full-on movement. I'm writing to argue against this movement. I'm going to lay out my case in a logical and argumentative way. In other words, this book isn't meant to attack or ridicule those who want a reset. It's meant to attack their argument, not the people themselves. 




MineHero's Reddit Post
 https://www.reddit.com/r/EarthMC/comments/fvcdg0/its_time_for_a_reset/This Reddit post is what started the recent reset movement. It sums up most pro-reset arguments, so I'm using this section of the book to specifically address the arguments that it
 makes.
Putting aside the 32Gold quote, which I'll address later, MineHero's opening argument is as follows: "Nations are crammed together, all the major wars that need to be fought have been fought and overall the server is just existing in a
 sort of stale and limbo state. A reset would reinvigorate the server and attract far more people and create more action." This simply isn't true. The only large area where nations are too crammed together is Europe. Every other continent has plenty of space for people to establish their own towns and nations. This is the best scenario that EarthMC could have. If you want to play in a more political style where you have to maneuver throughout and around larger, already established nations, you can play in Europe. On the other hand, if you want to play in a more traditional style where there's space to forge your own great nation, you can play somewhere else. The server also isn't "in a stale and limbo state." Nations still rise and fall and have to deal with threats from both within and without. Conflict is still common, as are alliances and unions that may and may not stand the test of time. That hasn't changed, and why would it?
After this, MineHero says that "right now all people do is build which is seriously turning people off." Once again, this simply isn't true. Some people build. Some people fight. Some people
 try to collect and compil all of the server's literature. People have their own unique and diverse goals and projects. A lot of people are still working towards those goals and projects. A reset wouldn't give people anything to do that they can't do now, but would instead wipe out whatever progress and achievements they've already made.
MineHero's next paragraph is dedicated to arguing that a reset would allow the staff to fix technical problems on the server, even using sign shops as an example. This is one of the worst
 arguments he could have possibly made. EarthMC's technical problems are in no way related to how long the server's been going and resetting wouldn't fix them. Fixing sign shops and optimizing Towny, the examples that MineHero gives, can be done without a reset. A reset wouldn't even help those things to happen. There's no relationship at all.
MineHero then goes anecdotal, talking about how EarthMC's player base "completely exploded with enthusiasm and new activity" after the TerraNova reset. This is a classic case of
 assuming causation just because there's correlation. TerraNova brought new features to the server, including a larger map. These new features are far more likely to have had this effect on the player base than a reset. However, even then, we can't be entirely sure of what it really was because more than one variable changed. Saying that it was definitely because of the reset is just jumping to an unreasonable conclusion.
After this, MineHero talks a little mroe about the deadlock that I've already
 argued doesn't exist and introduces a new suggestion that has nothing to do with a reset. This book isn't arguing for or against anything except for the reset, so I'm just going to skip over that part.
MineHero's final reset related argument is that of the economy.
 He asserts that "the server economy has been completely destroyed and inflated" without providing any examples or arguments of how this is the case. Undercutting prices is a pretty normal thing to do in Towny. If you ask for prices on Factions, you'll find that they're often 5 to 20 times higher than you would find on Towny. I'm assuming that this is what he's talking about when he says that the economy has been "destroyed and inflated." There are a couple of things wrong with this argument. The first is that the economy would revert back to this pretty quickly. Consider bamboo, something only recently introduced to the server. It was extremely valuable at first, but within a week, it was already devalued. Why wouldn't the exact same thing happen for other goods? The most rare goods and the ones most needed for nation building might be more valuable for a longer time, but the economy would be back where it is now in a month or two. The bigger problem with this argument, however, is that it's saying that the current economy is bad. It's not. People make profit from selling goods and people are able to get the goods that they want. That's what an economy should look like. It's a late game economy, but that's not a bad thing.
People arguing for a reset are essentially arguing that the fact that we're in the late game is a bad thing. It's not. It provides
 EarthMC with a unique experience that other servers rob players of with early resets. EarthMC is still a fun server with lots of things to do, even in the late game.
I said I'd come back to 32Gold's quote, so here it is. If you've looked into pro-reset arguments, you've
 seen this: "People that don't want a reset will stay after the reset, people that do want a reset won't stay if there isn't a reset." The problem is that there's practically no data to back this up. It's just an assertion without proof. There's really not much to say about this except "give data." 



   Other Arguments
 One common argument that MineHero touched on is that of activity and attracting new players. As I type this on a weekday, the server is full and there are 69 people in the queue, not including myself. The server almost always has people in the queue. There are many players and there's no sign of that stopping any time soon, assuming that a reset would even attract new players.
Another common argument that's just awful is that a reset is inevitable. If someone were on trial for murder, they wouldn't just be able to say, "Your honor,
 I may have murdered Billy, but his death was inevitable anyway." Just because something is inevitable, that doesn't mean it should be made to happen now. Maybe a reset should happen someday (I say maybe because that's not what this book is arguing about), but it definitely shouldn't happen in the near future. The pro-reset Discord server also says that "if all these major towny and faction servers never reset, they'd all die out within a year or so due to blatant stagnation." A year or so has already passed on EarthMC, and it's not dead or stagnated. That alone is proof that EarthMC is unique and shouln't reset just because other servers do.
The last thing that I'll argue against is that idea that ruins are bad. A commonish argument is that there are a lot of small towns that fall and take up space. I
 personally quite like to wander through the wilderness and find abandoned towns and old ruins. They tell a story and show a brief glimpse of what could have been. They make the server feel more alive. If you want to build a town where an abandoned town or ruins are, you can use them. You can even destroy them if you really want to do your own thing, in which case you get building supplies. They add atmosphere without taking anything away from the EarthMC experience. 



 The Basic Argument
 So far, I've pretty much only focused on countering pro-reset arguments. However, there are also base arguments to be made against a reset. What the server has now is good. It's fun. There's history, there are long-standing nations, there's so much that would be cleared with a reset. People have projects, finished and unfinished, that they've worked hard on and don't want to see wiped. We don't know that the server will be archived. Classic never was. Even if it were archived, people would still be left with unfinished progress and without accomplishments that continue to help them after they've been finished. A reset would kill off people's accomplishments all for a brief early game that you can find on other Earth servers. It's not time for a reset. Written April 7, 2020.#-
 